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ftATE ; QassWed .'a- 
WEATHER : Sonnv '• 
ACTH/fTlES : Added four More 
cfo^ri to the purse Ifjt. 

0|<Jer Mao at eatripaisn 
office: figured oot Wvatt’i 
secret? t(<joIdate hfMjiost 















































































































































END MISSION 2 


















































































































































































FEATURED CHARACTER # (WHOIE EOT) + J 

THE DOCTOR AND THE NURSE 

■ 1l)in» o( the heallh-are s»steiii as a east juagle ecology. 
These 1*0 people ate lihe Kinged, parasitic insects Kho 
might alight anyKhere. 




so THE PAYS AND YEARS WENT BY... 







MISSION 4 i 

THE LOOKING GLASS 
OF DELICATE BUBBLES! 


|/ LITTLE 






















































(CHOKE) 
NEVER 
HAPPENS 
(SASP; 
IN A spy 
f /MOVIE/ 
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MISSION 6 

HE WHO DOES NOT OPEN THE TREASURE BOX HIMSELF I 
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NEVER 
WANTED TO 
HEAR THOSE 
WORDS 
FRO/V\ 
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MISSION 

CLEAR!! 














EXCEL SAGA RETURNS IN DECEMBER! 


IT'S THE BIG SCHOOL FIELD TRIP EXTRAVAGANZA! 


YES...IT'LL NO DOUBT BRING UP MEMORIES OF YOUR OWN STUDENT DAYS! 


You had enough now? Huh? Could this get any more predictable? 


OUBLIETTE 


Guide to Excel Saga 03 s Sound Effects! 


8-2-1% G'T1»« (gDsu. sound, pladr 


9-1-1% psfil pMl (shyu shyu. movement. 


Most of Rikdfl Koshi's onginal sound FX are left in the 
original Japanese in the Viz edition of Excel Saga: 
exceptions being handwritten dialogue and 'drawn" 


10-1-2-^ ^ v'BANGg (zudon, depiction) 


sound of something happening, and mimasis (in 


10- 5— FX- GASP (hatft depiction) 

11- 1-1— fX kraekkraelcflurikiii, sound 


1-1-2-FX rSHshSHs^H (fu! 


12^— fX: klak (kotiu. soundj 


14^— FX: kla’chak (kochi'. ao( 


1S-1— fX priririrrpririri(piriri‘. sound) 
15-2—FX dak'shnnk (suka, sauRd and 


sound after b^g hung up) 


he first type of FX will invariably ha por- 


audible. OapictiDn rafers to the psychofaigical state of 
something or someone. In the unlikely event the mat- 
tef slipped your mind during the two-month gap 


original Japanese reading order; right-to-lefL 


hoard standees of Excel that landed in August in over 


._thh'chakkthh’chakk 

thh'^akk thh'chakk «h'chakk 


IW—FX: 
























2M— FX y-WOOfl (fliut romd) _ 

26-1—FX CH'anKCH'anKCH'anKCH'anK 


26-3-2-<FX th-THUMP (pita, dapiction, sudden 


26-5— fX phTtNSI (baw', d< 


27-1— FX HuffhufUdtaloB) _ 

27-2-! - FX f^^.depic^ii appear 

27-2-2- FX wheeia wtwaze sound) 
27-2-3- FX k'tlMik tkpton-, MunJt 
27-3— FX ja'janfllBl (lyaranl. sound diaitat 

27-7-1-FX 9GriKk„td((hia depiction and 
SQuwl, something strung up1 

27-7-2-FX gGriKLkK (kin, depiction and 


27- 3— FX wheeze wheeze wtieeze (ze. sot 

28- 2—FX wobble Here—.depiction and 


284— FX jifca (sound, rtipforwatd) 
2^5— FX kh'diank [flicha. sound) 

29-2— FX th-Thut (auta, nMweinairt) 


30- 3— FX whiskHsuf. movemwitl 

31- 5— FX flap flap <pata.nio«einent) 

32- 2— fX Hah haha hahal (dialog! 

324-1- FX pTHAp-tl«ita.movemwttt 

324-2-FX thh'chakk (kasa.., sound and 
d^MCtion. movinp tilings aboutf 

33- 1—FX ph'ffi (pon, depiction) 


164—FX: jdak kiak Mak (kaki, sound, typing 


m—fX: k'takk'takk'takk'takk'takk'lak 


17-3— FX: k’thud loata*. sound) 
17-5—FX: Wa'CHAKk (gachya. sour 


184—1% feskfssk {sum sum. depiction. 


20.1—FX: v'VumphVb'BRRmv'R 


29-2-2- FX: s'cnak’{ki. aound) 
20-3— FX hTHmp! (batani, sound) 
294— FX bltimp {baton, sound) 


21-3—FX zTrakzZrakdunj.de 


214— FX v'TtiUdKdosal. sound! 

21- 5— FX ggrip (kyu, depictkin) _ 

22- 1— FX A'RATHHKBahaa'. movwnanl) 

23^—FX t’thutii'tbuttt'thtmlta'. 
nMwremant) 

242—FX zz‘rakzz'rak(za’za', sound, 
gattwrinp something) 

244-1-FX: [upanddown)l'ttiutt{ta'. 
nwvemBnl) 

244-2- FX thTtiUNB (sukonl. sound) 
25^— FX What tfiel? {dialog) _ 

PX«1, 
















































OUBLIEHE 


































79-7— fX kKla []iaKlgach».a)unJ| _ 6M—fX tek;fss^ Ihin, movanienl. 


80-1 —FX k'thudd k'thudd k'diudd (doya. 

dapction md sound, noisily moving 

724—FX phew (fu', depiction, sighinn) 


724—FX Mak [ka', sound) 

ooai ■■ I' ■ ■ • ■ 1 

80-3-2-FX (smallf thud! (go', sound) 

724—FX kkMfck'lak(zului, sound, 
rehtforcad) 

8Q4-1 -FX Icreek'o (kuya. depiction and 

73 . 3 ,^ k'rBekk'reefclc'rae'~k(kvu, 
dapiction) 

8(R2-FX Tskl (dialofl) 

744'1-FX kKRAOQilbBki', sound, breakage) 

81-1 —FX oThuW! (oatan, aoind) 

744-2 —FX kLa'chankK-chank (garan, sound, 

81-5—FX Hiiinpli(dialog| 

!2!!j5l)^ 

824—FX th'oii^o', movement and depic 

744-3—FX th'RMAAASHshdish (ke'^an. 

nietit.^iffi^ngafld/ot prone 

75-2-1 -FX igTHEEP (po'po”n. sound, electron 

84-3—FX ggrip (gu', depiction) 

75-2-2 -FX tsmaN, white) pip [pu‘. sound) 

8&-7-1 -FX thibpt (bul, depictnn) 

75-2-3 -FX [smoN text) click (kachi'. sound) 

85-7-2-FX g'thunW taata. sound) 

754-1 -FX zZak’ (bu'. sound) 

8&3'! -FX (in wbl pii'tingl Ipikii, depiction) 

75 - 3 - 2 -FX k’thatii.,.(lia’,eoi]nd) 

8B-3-2-FX th-THUMP [giku', depiction) 

754-1 -FX kta'chakigashs, sound) 

8&3-3-FX BamMP(dofll. sound) 

754-2 -FX ^k (m^ movement an^depiction. 

874—FX 1h'ph8tth’phatth'ph6l(pata.soundl 
pinickv walk] 

754 —B( t'teut fthut fthut (suta, movement. 

88-5—FX ZZZ (su, sound) 

91-2—FX «eclio(kacliiik. sound ol door) 


82-1—FX BANG llban!, sound and depktiDn) 

754 —FX THBPLTH (bu'. sound, plosive bilabi 
alixptelrvf) 

93-3 —FX ggrind (gin, depiction, grinding 
teeth) 

756—FX huff pufFIhufu. sound) 

934 —FX s'zLuRRRP (luzu, sound, fill in back 
as needed) 

77-1 —FX fs^fsk (te'. deletion, fast and accu 

93.5 —FX th-THUMp (faiku', depiction) 

77-2—FX fsskfskfsskfsk las above) 

94-1—FX oak! (u’. dialog) 

77 - 3 —FX kh'cltekikedie’.soondl 

94-5—FX ph‘Zi„ Ira', sound, wind) 

774—n( B'thump (batann-, sound) 




















































101*3—FX woi^ wo^ worry mrrv {oro oro, 94*6—FX ph'arUTH AniTH: 


1014-FX Ih'sss. (su*', de( 


101*5 -FX (iCH'cOaUGHh {gopu', sound, cougih 
ing up something) 

102*1*1 -FX th'ptiatipata, sound, llappimiNtal 
102*1*2 -FX Oi'sss- (su", depiction and sound, 


X (in back groun d) KaiH RA 
U'RAAA^—(etc, dialog) 


102*6 -FX a^roo—T {hyu-n, swind. whine) 
102-8 -FX fFlash’Ifca'. depiction) _ 


X ph'VUipVLupVUipVUp (do 
sound, gushing water) 


104-1 - FX THTtiUMFUIdobiku-.depicttw) 
1044 -FX Heh heh twh he*ie« (dialog) 

104-5 -FX ph*WwooWDO (l^u~ sound, wir 
wowing, dramatic) 


( zZMORreeifuga-.s 


97 ^ BASF (lia\ depiction) 
98^—FX w 


984—FX th'chruncl) th'cninch (kusha’, 8( 


98*7*2 -FX munch munch (mofu, sound and 
depictionl 

99-1*1 -FX hg'gnkl (gofam!, sound, swaUmwing) 

99-1-2 -FX z'RalhhIbasa', sound) _ 

99^ —FX iZ'ChakI Izaa', sound) _ 


994—FX zZ'dakshzZ-ciakshzZclaksh(ZB, 


10&4-2-FX vGRGG(|RRR6R (gogogoooo, sound. 

107-3 -FX iroarnr loop, sound, residual) 

10^2 -FX h'BlaniM tdaaan. sound) _ 

1096- FX zlHORfeelfaga". sound) 


X ka;CHINk ka'OINk ka'CHINk 


996 —FX KA'CHW'K (ka', sc 


100-2—FX ph'Wwoo’/ysthfTH.izaa'.sou 


101-1 

101*2*1 -F).... 

moving thmgs about) 

101*2*2-FX t)vTHMPtfhT>1MP(dakidoki,dB( 


1193-FX zz'RAK (zya, sound] 














































X KTHNKTKTHNKT^gakugaku, 
dspi^n and movement coH^ing 


12M -FX t'DuTHh (da 


1234—FX s'SHjNnnn (s^a'. depiction, sur 


125-3 -FX k^thud(fltt8;swnd) _ 

1254 —FX kR'dada! (gara!, sound, openino 
sliding door resting on faearings) 


X fsshjkj^ki', m( 


1251-1 -FX ph'thap (tan’, sound, closing door) 
1251-2 -FX th'tiatl (ton*, sound, sitting dowm) 
1254-FX 2z’thunk zz'thunk (zobti zotMi. 


1255 —FX huph wheeze (ze'fu, sound) 
131-2 -fX Kla'chak! Igwha', sound) 

131-3 -FX Haliaha(dtoloBl _ 


1324-3 -BMil 
1352-FX klang klang |ka 


X zzlHRAzthAzthAz (zu'shaaa, del 
tion, something ominous and iari 


155- FX sh'SHIWGg! (zi 


132-1 -FX ICchnk (cha, sound, sudden behind) 
1324-1 - fX klang klang Ikan', sound) 

13242 fX (wfarte)Humph(dlalog) _ 


-3—FX th’d^lgar; 


4- FX lda‘chank{kapa. sound) 

-5 —FX kla'chankmpp'{gapati; souwl) 
-8 —FX h'thmpt (batan, sound) _ 


X bThump (batamu, sound) 


51 —FX k'Uup k'Uuv k'Uup k'bluv ikato 
koto, sound, boiling quietly) 

K k'biup k'bluv k'biup k'bluv jkato 
koto, sound, boiling quietly) 


55-FX ppPSSSHTt; (pushuu, SOI 


7^ —FX flap flap (pita pata, mo 


X shivorshivef (kata kata, dft 




(posu posu, depiction, soft 


53-FX b;m5ffrtbB'fft(lH)ndosu.depic 


841 -FX Hupl Hup! Hupl (dialeg) 

X yG'fsskfG'fsskgG’fsskdti'.mi 



















































OUBLIEHE 

Your Excel Saga bonus section! 


143-1 -2 -fX MC’SfftlASHah <bg 


X klang klanQ ktang (kan kan kan. 


14W- FX ktonn klang (kan kan, sound) 

1434-2 -FX splash sp latoh (tasha pasha, soundl 


145^ -FX cmeak (kishi,' sound, chair leaning 


1434 -FX ph tinflKpiku. depiction) 
1436- FX whisk tpi'.aoundl 


153M -FX fesk (au , movement) 


1531-2-FX 22'rk (zui'. movement an 


1532 -FX p’fft {po*. depiction) 


1533- FX ph'ffi (poH. dapictionl 

1534 - FX thunk Itogdepiclim) 


1536 -FX aipTadi ap^tosh Izabu zyabu, 80und> 

151-1-1 - fX sp'lash jzabu sound) _ 

lSl-1-2 - FX splash izabti, sound) _ 


151-2-3 - FX splash Izabu, sound) 


: zz'rak (za‘ u\ sound, gather 


13331- FX haha{dMogl _ 

13332 - FX ph'ap ph'ap [pan', sound) 

1342 -FX (niBSha'. depiction and 


1331 -FX fTfaMP! (pohi', Mund) _ 

1333- B( phTTlOKKstya, sound) _ 

1355 -FX fffsshk'l (hyu', mmiBmecrt. throwing) 

13531 -FX ffsk (shya, movementt _ 

13332- FX phap (hash!’, sound) _ 

1332 - FX phBlrpl {hu', sound, plosive bitebial) 

1333 -FX ph'ap ph'ap [pata, soundl _ 

1335-FX ^XrjCzz'KrikZZ'KRNCHKIcvu’gyu’. 

1331 -FX Tada^-jfa^.depiciQn) 

1332 -FX a’shinil (gya; Jeiiidwnl _ 

1334 -FX kR'ctada! (gara!. sound, opening slid 

ing door resting on bearings) 

1336 -FX fsski fssk! fssk! (ki', ki'. ki’, move 


141-2 - FX zz'sSHING (zan, dapiGtion, posing) 

141- 3- FX ch'CHING (chon, sound, clapper) 

1414 _FX vVRM. (bun', depiction, lighting 
change) 

142- 1 - FX vVREEEE—(ftwoo, sound, siren) 

142-2 -FX VREEEPVREEEPVREEEP(hr, 
sound, siren) 


142-31 - FX VHEEP (br, sound, skwl 
142-32-FX VREEP (hr, sound, sirwi] 
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IS li I i |S IS I S IS IS IS iS |S iS IS IS IS |S |S 


158*1 - fX aqueak squMk (chu~ sound) 


squeak {d>u~ sound) 


squeak (chu-, sound} 

squeak tchu~ sound} 


aquMk (diu~, smind) 

g'plailig (na KHIIMll 


aiwalian«ak(ai~.«iiiiii)| 

g'pladi(z.,io.nd) 


squeak (kit sowid} 

k'thutffliud IJosasa, sound) 

k^klunkk Iqatan, sound) 

wha4iiid thracsh {dogaragashan. 


wVspiaSHitht (Qopaanl soundl 

(bupu" sound, plosive 

zz'plash <zabu'. sound] 

16D^- FX whBzzwhezz(za^zB;»iHind) 

IBM - FX kk'iaWIKIgon'. sound! _ 

161-2 -FX k'thukkla-dwnk (non'baeg sound) 
1B1-3 —FX depiction. 

1614- FX ftsk'! (bi', movement} _ 

161- 5 -FX Aaruth (gaba', movement} _ 

162- 1 -FX zVRzRzRzR tzuzun], sound, nuTtbling) 
162-2 -FX zVRzRzRzfl (zuzunj, sound. rumWing) 


152-1 - FX kiak klak (ko*. sound) 


1545-1 -FX thoink (ken', movement, light tiean 
1545-2 -FX (bla^) kaUank b'chank (kon kon, 
1545^-FX jbtec^kmefl^^ak squeak 

154^- fX meow (nva~. sound} _ 

155-1 -FX fshSHUnkll _ 

1554- FX Ggrip Igu , movement} _ 

155-6 -FX ggriplqu', depiction) _ 

1557-1 -FX kh'CHUMCI (jagoonl. sound) 

1557-2 -fK kR'clacIa (garal. sound, something 

^ 

1557-3 -FX wud7HUD(dan) _ 

1551 - FX kla'chunk (gakon, sound} _ 

1552 -FX kreekkreekkreeklkririri, sound) 
1554 —aip'lash zup'lash [zyabu zyabu. 


15551 FX twirl Ikuin', movement} _ 

157-1 —FX qiNver (ptd piri, depiction, 

1552-1 -FX kb'Uimk kla'kiunk (gaki kakl 
sound) 

1552- 2 - FX k'thunk Igadan, sound) 

1553- 1 -FX kla'thudlqann. sound} 

15552- FX h'thuifip (hatan, sound} 

15553-FX vBRRRR (dogogo, sound) 




















































166-1 -FX virWHOOSSH <do', sour 
166-2 ~FX zVbBRzRzR Uuzuzu, SOI 


167- 1 -FX vV'LuBbVLupVLupblopblopUop. 

tiloaihaholiogaiHipopo-.souncI} 

168- 3-FX z'thjshshshshs (zaa, sound, nin 

ning watir} 


168-&-1-FX gjnk jpoto, depiction, 8 dn 
166^2 -FX pTinK (piku. depiction) 


169-1-2 -FX ph'iashsh (pasha; sc 


1708-2-FX zz'Rtji. <zunj. depiction, BtM 




171- 2-FX KTHNKT KTHNKT (gaku gaku, 

depiction and movement, collaps 
ing and/or prone movemwl) 

172- 4-1 -FX tfi'plash th'plash th'plasfi (badada 


162-4-2 -FX ph'thap (beta, mo 


163-1-2 - FX b'thump (batan, sound) 
163-18-FX ph'snapi 


163-2-1 -FX zz'FtASSHtzapopo, sound) 
183^2-2-FX v'pUJRSSSSH IdDzavazyaaa. 


1838 -FX (nizuze, soi 


tion, incomiao large mass) 

X v-VUipVUipVUipVUip (dodo*', 
soiino, guCTing water} 

X thMiipVLupVUnVUip (doboh 
ba. sound, gushing water) 


X zZIfl^VLupVlJipVLup (2 


16&4-1- FX wtwBza Ize' ZB', sound) 
1664-2-FX Zz’plash (zapu, sound) 













































-FX splashsp’lBtch (bashapasha, 


X oG'Thuk! (goont, sou 
tnechanical) 


181*1 — FX gG'Zkrwk (ni', sound, haavy) 
181-3 —FX pHUp (chi', depktion, lighl turned 


181-5-FX vVRM-(bun'. 


182-1 -FX whTHUD(ooto. sound) 
1824 —FX rock rock (^yusa i 


X shake shake (ban bun, ttwvOTBnt) 

X vVRM- (bun*, depiction, lighting 


1834-FX vVRMMMmmm (kc 


1842 -FX A'RUTHt (gal)a\ iw 


185-3- FX ph'ffi (pon. depiction) 


186-1 - FX flap flap (Mra.rTioveineirt) 
1884 -FX (don', sound, comm 


=X v'V^VUgVUpVlw{dado~ 


187-1 -FX virooshl (dn, SOI 


X thifLAsh SuPLAsh thrfUsh 


1724-2 - FX zZp'lash! (basha!, sound) 
173-1-1 -FX rZp'lash zZp'lash (basha, basha 


1741 —FX zZp'lashhh (bashaa, sound) 

1742 -FX zuplash sp'lash (pasha’ basha. 

^ 

17M- FX mpTashsp-lash (pasha, sound) 
17S6- fX p'fft Ipnn, movemwil) _ 


17M-FX z.- ,ripp(,L.',nK 


X zV'phREEEeee (zuhvuuu« 


1784—FX p‘|dift'(poi. movement and 

176-5-1 -FX agrip (gu', movement) 

176- 5-2 -FX p'fft (pon, movaminl) 
17^5-3 -FX p'fft{pen.mwBmetrt) 

177- 1 - FX Bflripflflripigu'.flu'movai 
177-2-1 -FX gg 


177-2-2 -FX pop snap crackle (boki’, baki, bd 


X hg'sob hk’sob hrk'sob (ukku hikku 


1734 -FX a'rath (muka, me 




180-1 -FX kla'chak (kashan, sound) 


























































































A Comedy Mi Redefines a 

Due to an unfortunate accident, when martial artist Ranma 
gets splashed with cold water, he becomes a buxom young 
girl! Hot water reverses the effect, but when blamed for 
offenses both real and imagined, and pursued by lovesick 
suitors of both genders, what’s a half-boy, half-girl to do? 



Hof and Cold Relalionship! 

From Rumiko Takahashi, creator of Inuyasha and Maison 
Ikkoku —complete your collection today! 


























LOVE MANGA? 



HELP US MAKE THE MANGA 
YOU LOVE BETTER! 
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For more information, visit vizmanga.com 



